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And then she told him that he was the silliest looking ogre she'd ever seen and then 
he said that he wasn’t an ogre, he was a troll and then she said that she didn’t really 
see the difference form where she was hoveirng and then he told her that he was 
about to swat her and then she laughed and then he roared and then... 
—Trilliya the Concise, Windling Troubador 
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We were born better than this world, and we will only find our place by sharing our joy 
and our magnificence with those too tall, too sour, to see the glory all around them. 
—Last Words of the Seventh Knower of Glenwood Deep 


Earthdawn takes place in a distant age, when 
magic surged through all of the world and empow- 
ered fabulous magic and terrible danger in equal 
measure. Of all the Namegiver races that populate 
this age of legend and magic, none are as derid- 
ed as the tiny windling. A mere eighteen inches in 
height andblessed with the power of flight, win- 
dlings have been the butt of jokes and the victim 
of troll barbarism for countless generations, before 
and throughout the horrific Scourge that sealed 
the Namegiver races beneathe the earth in proc- 
tective kaers. But through all manner of tragedy 
the windling race has persevered, and in recent 
years have even begun to understand their own 
mysterious origins. 

Each Namegiver race, save for the humans, has a 
secret in its shadowy past, a truth buried in its or- 
igins at the dawning of the first age of magic. The 
secret of the windlings is found in their songs and 
their places, their culture and, most importantly, 
the many strange and wonderous things that pop- 
ulate their pint-sized world. 

As heroes adventure across the land of Barsaive, 
and the broader world held in the grip of the Ther- 
an Empire, they come crashing time and time 
again into contact with the flighty and mischievi- 
ous windlings that are the root of al disparaging 
stereotypes. But at long last the Great Library of 
Throal has comissioned a text to finally shed light 
on the secret truths, tragedies, and ambitions of a 
culture that has for so long stod at the forefront of 
the fight against Theran slavery and stood, at all 
times, as an example of what is magnificent about 
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the natural world. 

This book provides detailed descriptions of the 
things and places important to windlings, featur- 
ing new material for adventures in the world of 
Earthdawn. There is, perhaps, a slight bias of the 
book towards capturing the sheer awesomeness 
of windlings, but by the time you reach the end, 
you Il be afraid to ever again play anything else! 


How To UssE Tuts Book 

The Big Book of Windling Things is a sourcebook 
for the Earthdawn game. This book provides an in- 
depth look at the places and things of importance 
to windlings throughout Barsaive and across the 
broader world from Cathay to the Greater King- 
dom of the Golden Throne and the vast Theran 
Empire in between. It describes windling ritual 
and foramlity heretofore undisclosed, and also 
shares secrets of widnling craftsmen and the an- 
cienct secrets of the windling martial art Bow-Kay. 

Aside from the Player’s and Gamemaster’s 
Guides and Companions, the gamemaster and 
players need no other material to use this prod- 
uct, though gamemasters may find other pub- 
lished Earthdawn products useful; for example, 
more information on the basics of windling cul- 
ture in Barsaive can be found in the Namegivers 
Compendium. 

This book begins with a fictional story introduc- 
ing a reclusive figure known amongst windlings 
as the Third Knower of Glenwood Deep, who 
serves as the narrator of much of the remainder of 
the book. As a custodian of windling lore passed 
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down verbally from ancient times, the Knower is 
a marvelous source of insight into windling tra- 
dition, but is also, as an ocupational hazard, a bit 
windling-centric in her perspectives. Luckily, there 
is nothing even remotely wrong in painting a pic- 
ture of windlings as nature’s finest creations, so 
this “bias” is little more than a literary term, hard- 
ly worthy of note. 

In Articles of Windling Joy and Tragedy, The 
Third Knower describes the three places with the 
largest cultural importance to windlings, as wel 
as the problems and persecutions windlings have 
faced in each of these three regions over the cen- 
turies. From Glenwood Deep in Barsaive to the 
savage tribe of the Kallikora Vale and into the op- 
pulent halls of Great Thera itself, the Third Know- 
er has been many places and paints a picture of 
three very different windling societies. 

In Tricks and Things and Songs and Wings 
the secrets of windling flight battle tactics, their 
mysterious martial art (known sometimes as the 
Dance of Deadly Petals) and the seventeen songs 
that hold mystical significance for the windlings 
of ancient times are laid bare. The Third Knower 
also takes the opportunity to expound upon along- 
simmering legend by ellaborating upon the seem- 
ingly immortal Sacred Court of the Wind and its 
shadowy reflection, the Court of Spirits. Discover 
how these two councils have ruled windling-kind 
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since its earliest days, and how their presence con- 


tinues to be felt in spite of their long absence from 
the world. 

With Adventures For the Winged gamemas- 
ters are instructed on campaign considerations 
required when dealing with groups composed 
predominanetly of windlings, whiel also shedding 
light on some long-standing questions of size and 
scale in regards to kaers. A frank discussion about 
objects and encumbrance (and obsession) also in- 
forms adventure design for dealing with windling 
player characters. 

A richly detailed Game Information section 
follows, revealing the two warring origins of win- 
dlings from recently unearthed mythology while 
also providing new rules on weather, wind, fall- 
ing, and bouncing. Descriptions of three impor- 
tant locations, and the game information required 
to accurately reflect adevnturing in them conclude 
the chapter. 

Three last chapters on Goods and Services, 
Creatures (Dark Kin of the Windling), and 
Magical Treasures conclude the book with de- 
scriptions of windling goods, foes, and items of 
legendary importance. A final section, the Char- 
acter Index, collects the most important person- 
alities from the many places discussed in the Third 
Knower’s ramblings. 


